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Chinese character calligraphy especially the dynamic writing process not only has 
very high value of artistic appreciation, but also is quite valuable in practical use 
fields such as public media and Chinese teaching as a foreign language. However the 
artistic works handed down over hundreds of years are all rubbing from stone 
inscriptions or written on plain sheets. As a result, it is being a more and more 
important issue for computer graphics to develop an effective solution to reproduce 
the dynamic writing process of Chinese character calligraphy image properly.  
 
Above all there are two big challenges in reproducing the dynamic writing process of 
Chinese character calligraphy image by computer graphic method: 1) During the long 
evolution of Chinese calligraphy history, many kinds of writing styles are created 
such as the common ones “Zhuan” style, “Li” style, “Kai” style, “Cao” style, “Xing” 
style and so on. However there are big differences between the strokes of each writing 
style. 2) Even if a stroke of same writing style (e.g.“Kai”style) would be different 
written by different calligraphist using different brush effect(e.g. use “Lifting”, 
“Pressing” and the setback). 
 
According the questions described above, this paper introduces a novel approach to 
recover the dynamic writing process from static Chinese calligraphy image. 
Compared with previous methods, our main contributions are:  
(a) Based on qualitative expert knowledge of calligraphy, we proposed a statistic 
method to model the footprint which describes the contact between different 
brush bundles and the paper. This method can produce various brush effects by 
adjusting parameters of the model under stroke counter restriction. 
(b) Unlike other automation ways, we use manual method to reproduce the stroke 
trajectory and apply different shape of the front part of the brush bundle (i.e. 
brush effects of “Feng”) to analyzing the interactive trajectories which is more 
















Once the footprint model and the stroke trajectory are solved together with the texture 
of the given calligraphy image, the system can automatically reproduce the dynamic 
writing process of Chinese character calligraphy image. Compared with static 
calligraphy image, the dynamic writing process has more potential applications such 
as Chinese character teaching, Appreciation of Chinese Calligraphy and digital media 
creation. 
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